Abstract-On-line learning uses the terms synchronous and asynchronous to describe tools and learning activities. This research looks into the origins of these terms, their use today and asks if these are the correct terms to use and if the use of these terms has held up the development of better tools and techniques.
reports that for India's satellite based on-line education, the Round Trip Time (RTT) from ground station to satellite and back to the ground can be 250 milliseconds [5] . If the signal needs to be relayed further, such as through a terrestrial wireless network the delay and be several times this and disrupt normal conversation.
While not directly related to latency, Ibrar also describes overcoming limitations in the satellite system by sending large video files in advance of being used for a class [5] . The interactive part of the class is then delivered via a terrestrial low bandwidth network and the locally stored video played as required. Such computer systems are described as "Store and forward", the term also used for e-mail and bulletin board system (what in on-line learning is referred to as asynchronous).
III. Anderson emphasizes the learner centric and social nature of on-line learning [7] . However, their arguing that the on-line environment is a unique cultural context is overstating the case.
Academics have used written communication for a culture of scholarship, long before the invention of the Internet.
In defming on-line learning, Anderson highlights the importance of "[nteraction", with the "Educational interactions" model proposed identifying "Learning to content", "Learning to teacher", "learner to learning", amongst other interactions [7] . However, a simpler model could have just people communicating with each other, via any available media (such as a computer bulletin board, or a book).
Siemens equates three learning terms with epistemological terms:
I. Behaviorism to objectivism: What is produced with education is an observable change in student behavior, as part of objective reality.
2. Cognitivism to Pragmatism: Learning comes from doing practical exercises and thinking about that experience, not just abstract study of concepts.
3. Constructivism and Interpretivism : The learning takes place when the student builds their own internal model of the topic of study [8] .
Principles of connectivism are listed, including diversity of opinions, connecting information sources, Capacity to know, continual learning, and decision-making as a learning process.
One principle which appears at odds with the others is:
"Learning may reside in non-human appliances". Coward reports how investigation of the physiology of the brain provides insights into how the brain works as well as a way to emulate it in software [9] . This may provide new insights which could be applied to education.
Kop and Hill ask if learning theories, and connectivism in particular, meet the needs of learners and will do so in the future [10] . The role of the " learning community" in connectivism is emphasized. The paper goes on to describe With Oliver's third element "implementation", LMS have had more success, encouraging student discussion forums with the "teacher as coach", facilities for easily creating on-line groups encourages collaborative learning and the ability to easily mark digital artifacts encourages integrated assessment [13] .
An example is the use of Moodie at the Australian National University (ANU). The same LMS is used to teach Sanskrit to small groups [14] and engineering to large classes [15] . The Sanskrit class emphasizes individual performance by the student, in small group, with personal involvement of the teacher as coach. The AND engineering approach is for a more highly structured courses delivered to large classes of engineering students.
A concept of "asynchronous learning within a synchronous framework" is used by the AND engineering department [15] .
While not mentioned by the authors, this approach may have been inspired by engineering practice, which has regular check points in work, to monitor performance of a system or project.
While this project was using "blended" learning (the synchronous components being face-to-face), the same approach should be applied to a pure on-line course which used a combination of synchronous and asynchronous tools. It is recommended that these terms be replaced with "real time"
and "store and forward", as used in the computing discipline. 
